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HEART OF WINTER 

Heart of Winter is an expansion pack to loewinj Dale, and allows your 
ckaracters to continue tkeir adventures in tke snow-swept nortk of tke 
Forgotten Realms campaign setting. Using Bioware’s Infinity engine and 
tke Advanced Dungeons & Dragons rules, Black Isle Studios kas expanded 
tke nortkern reackes of Icewind Dale, providing a wkole kost of new 
ckallenges for your ckaracters, along witk new spells, items, and enemies. 

Altkougk Heart of Winter is an expansion pack, ke warned: Tke dangers 
you face are greater tkan tke ones in Icewind Dale, and tke tkreat to tke 
wkole of tke Forgotten Realms is even greater. So prepare yourselves... tke 
Nortk is in need of keroes once again. 

HOWTO USE THIS MANUAL 

Tkis manual is intended to supplement tke Icewind Dale manual and 
details only tke new meckanics, spells, and interface options introduced in 
tke expansion. 

Tke experience point takles and spell progression ckarts provided at tke end 
of tkis manual, kowever, are meant to replace tke ones in tke Icewind Dale 
manual. Tkese revised takles reflect tke new level limits, spell gains per 
level, and otker takles affected ky tke kigker experience point cap for tke 
player ckaracters in Heart of Winter. 

ABOUT HEART OF WINTER 

Heart of Winter is an expansion for tke ^ame Icewind Dale, You 
must own Icewind Dale and kave it installed on your PC in order to play 
Heart of Winter. 

Heart of Winter can ke played eitker wkile playing Icewind Dale or after 
you kave finisked Icewind Dale, if you kave not completed tke original 
game of Icewind Dale, tke new adventure areas will kecome avadakle to you 
tkrougk Hjollder, a karkarian skaman tkat will appear in one of tke kouses 
in Kuldakar wken tke expansion is installed. (Tke k ouse in Kuldakar wkere 
Hjollder appears was locked in tke original game witk no way to open it - 
it will ke automatically unlocked once tke expansion is installed.) 

Note tkat your ckaracters must ke 9tk level in order to travel to tke areas 
of tke expansion pack via Hjollder (in tke case of multi-class ckaracters, 
tke 9tk level cap equals tke sum of tkeir levels, so a 5tk-leve 1 kgkter/4tk- 
level mage could also travel to tke expansion). 

if you kave already completed tke original game (or don’t wisk to complete 
tke original game and simply want to start playing tke expansion instead) 
tkere will ke an option on tke main menu under ‘Create Game’ tkat will 
allow you to start tke expansion. Select ‘Create Game,’ tken select 
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HjollJer's House 

‘Expansion Only.’ Wken you Jo, you will ke offereJ tke okoice of creating 
kranj new ckaracters or using tke ckaracters you playeJ in tke original 
game (if you complete J tke original game, tke game will kave automatically 
storeJ tke states of your ckaracters after tke final kattle, minus all 
conjitions suck as Jeatk, poison, anj so on). 

Wkick ever option you ckose, you will start adventuring in tke town of 
Lonelywood. From Lonelywood, you can access tke otker adventure 
locations in tke Heart of Winter. Once you start tke expansion in 
‘Expansion Only’ moJe, kowever, you cannot return to tke original areas 
in Ice win J Dale. 

Note tkat tke 9tk 1 evel restriction mentioned akove for Hjollder does not 
apply to starting an expansion game tkroug ktke main menu, altkougk it 
is strongly recommenJeJ tkat your party memkers ke at least 9tk 1 evel in 
order to kave a ckance of surviving tke dangers found witkin Heart 
of Winter. 



Pre-generated ckaracters kave keen provided tkat are suitakle to start tke 
expansion witk. During Ckaracter Creation, tkey can ke importeJ via tke 
‘Import’ kutton. Tkese new ckaracters kave keen prekxeJ witk a ‘ + .’ 
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GETTING STARTED 


To play Heart of Winter, you must kave IcewinJ Dale installed, if you 
don’t kave Icewind Dale installed, you must re-install your copy of tke 
game. Refer to tke Icewind Dale manual for installation instructions. 


Witk Icewind Dale installed, insert tke Heart of Winter CD into your 
CD-ROM d rive and follow tke onscreen instructions, if your Autorun is 
not enakled, click on tke icon representing your CD-ROM drive under 
‘My Computer.’ Tkis will kring up a listing of tke files on tke Heart of 
Winter disc. Fin d AUTORUN.EXE and doukle click to start tke 

launck application. 



Tkere are several options availakle on tke Autorun menu: 

Install: Tkis option is availakle if you kave not yet installed Heart of 
Winter. Click on tkis to kegin tke Heart of Winter installation 
procedure. 

PJay: After you kave installed tke game, click on tke 'Play' kutton to 
kegin playing. Tkis will take you to tke Heart of Winter Main Menu 
Screen, wkere you may create a krand new game or load a previously 
saved game. 


Configure: Tke kotkeys and some otker settings used wkile playing 

Icewind Dale and Heart of Winter can ke modified using tkis utility. 

View Readme: Tke Readme file contains last minute information and 
ckanges tkat could not ke printed in tkis manual. Please take tke time 
to view tke Readme file if you are kaving any proklems witk 
Heart of Winter. 

Uninstall: Wken you’re ready, tke Uninstall option will uninstall kotk 
tke expansion and original game except your saved games and 
game cacke. 


Exit: Tkis will close tke launck windo 
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To start playing again later, select tke IcewinJ Dale application from tke 
Black Isle Studios program group in your Start Menu. 


HOW TO GET HELP 


TROUBLESHOOTING DOCUMENTS ONLINE! 

Interplay Entertainment Corp. Tecknical Support now offers troukleskooting guides witk complete 
installation and setup instructions as well as information tkat will kelp you overcome tke most 
common difficulties. if you kave access to tke World Wide Wek, you can find tkese at 
www.interpIay.com/support/. 

Here you will find troukleskooting information, as well as information on regular system 
maintenance and performance. 


DirectX 

Joysticks 

Modems and Networks 


www.interpIay.com/support/directx/ 
www.interplay.com/support/joystick/ 
www.interplay.com/support/modem/ 

(For game-specific information and additional troukleskooting, visit our main page at 
www.interplay.com) . 

if you kave questions akout tke program, our Tecknical Support Department can kelp. Our wek site 
contains up-to-date information on tke most common difficulties witk our products, and tkis 
information is tke same as tkat used ky our product support tecknicians. We keep tke product 
support pages updated on a regular kasis, so please ckeck kere first for no-wait solutions: 

www.interplay.com/ support/ 

if you are unakle to finl tke information you need on our wek site, please feel free to contact 


Tecknical Support via e-mail, pkone, fax, or letter, 
information in your e-mail message, fax, or letter: 

• Title of Game 

• Computer manufacturer 

• Operating system (Windows 95, DOS 
6.22, etc.) 

• CPU type and speed in MHz 

• Amount of RAM 

• Sound card type and settings (address, 

IRQ, DMA) 

• Video card 


Plei 


to include tke following 


CD-ROM 

Mouse driver and version 
Joystick and game card (if any) 

A copy of tke CONFIG.SYS and 
AUTOEXEC.BAT files from your kard 
drive 

A description of tke proklem you’re 
kaving 


if you need to talk to someone immediately, call us at (949) 553-6678 Monday tkrougk Tkursday 
S:00AM-5:45PM and Friday S:00AM-4:45PM, Pacific Standard Time witk 24 kours, 7 days a 
week support availakle tkrougk tke use of our automated wizard. Please kave tke akove information 
ready wken you call. Tkis will kelp us answer your question in tke skortest possikle time. Wken you 
call you will initially ke connected witk our automated wizard. 

For information pertaining to your specific title, press "1" on tke main menu and listen carefully to 
all prompts. All titl es are listed aipkaketically. After you kave selected your title, tke most common 
difficulties will ke listed, if tke difficulty you are kaving is not listed or you need additional 
assistance, you may press "0” on your games main menu, and you will ke transferred to a Tecknical 
Support representative. Unfortunately, no kints or codes are availakle from tkis 1 ine. 

Interplay Entertainment Corp. Support Fax: (949) 252-2820 
Interplay Entertainment Corp. Tecknical Support 
16815 Von Karman Avenue, Irvine, CA 92606 


HOW TO REACH US ONLINE 

INTERNET E-MAIL: support@interplay .com 
WORLD WIDE WEB: www.interplay.com 
FTP: ftp. interplay .com 
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PLAYING HEART OF WINTER 

After you kave installed Heart of Winter on 
your system, tke new areas, quests, and items 
are merged into tke existing world of Icewind 
Dale on your PC. 

Wken you select Create Game, you will ke 
presented witk a new screen wkick allows you 
to eitker start a new Icewind Dale game or 
start an expansion game. Players wko wisk to 
play tke entire game, including tke 
expansion, skould press tke ‘Full Game’ 
kutton, and for tkose wko kave keaten tke 
game or wisk to start a new game in just tke 
expansion areas, press tke ‘Expansion Only’ 
kutton. Press ‘Done’ wken you are ready to continue. 

Tkere are several different scenarios in wkick you can start to play tke game: 

1. You are starting a new game witk Heart of Winter installed. 

2. You kave a save somewkere in tke middle of a game of Icewind Dale 
tkat you are playing. 

3. You kave keaten Icewind Dale and want to start an expansion game. 

4. You simply want to start playing tke expansion and kave not played 
Icewind Dale. 

Starting a New Game. 

if you are starting a new game, tkere is no difference ketween a new Heart 
of Winter game and a new Icewind Dale game. Simply select ‘Create 
Game’ and tken ‘Full Game’ from tke menu, and you’ll start tke game at 
tke keginning of Icewind Dale. Refer to tke sections on ckaracter creation, 
classes, races, and so on in tke Icewind Dale manual. Starting a full game 
of Icewind Dale witk tke expansion installed will give you access to all tke 
new spells and items present in Heart of Winter, and it will allow you to 
access all tke new areas in tke expansion pack. 


Continuing an In-Progress Save. 

After you kave installed tke expansion, load up your save game just as you 
did wkile you were playing Icewind Dale. Tke new areas of Heart of Winter 
are added into tke world tkrougk Hjollder’s kouse in Kuldakar (see About 
Heart of Winter, p. 2), and all new items and spells from tke expansion 
will appear in tke game world as well. 

You Have Beaten Icewind Dale an d Wisk to Start an 
Expansion Game. 

if you kave keaten tke original game, Icewind Dale saves tke states of your 
ckaracters after tke final kattle and allows tkese ckaracters to ke imported 
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into tke expansion. (Any ckaracters tkat died in tke final kattle will ke 
restored to life, so if any of your ckaracters didn’t make it, don’t worry 
akout kaving to kgkt tke final kattle over again until you get it rigkt.) To 
do tkis, simply select ’Create Game’ from tke main menu, ckoose 
‘Expansion Only,’ tken select tke option to import ckaracters into tke 
expansion (you can also kegin tke expansion witk krand new ckaracters, if 
you wisk). Your party will start in tke town of Lonelywood. 

Starting From Expansion. 

You may wisk to start playing tke expansion wketker you kave played tke 
original game or not. Simply select ‘Create Game’ from tke start menu, 
tken ‘Expansion Only’ and create your ckaracters. if you’re importing 
ckaracters, it is suggested tkat tkey ke at least 9tk level in order to survive in 
tke expansion. Still, you are welcome to play tke expansion at a lower level 
if you’re feeling especially krave. 

HEART OF WINTER FEATURES 

Tke majority of tke Icewind Dale interface and game meckanics will not 
ckange wken Heart of Winter is installed. However, tkere kave keen a few 
minor modifications to kow tkings work in tke game. A quick summary of 
tkese new features is as follows: 

Heart of Winter contains: 

• New Portraits 

• New player Ckaracter Sound Sets 

• New Experience Point Cap for All Ckaracter Classes, Allowing 
Tkem to Reack 30tk Eevel 

• New “Heart of Eury” Mode tkat Increases Monster Difficulty and 
Experience Awards 

• Higker Resolution (800 x 600) 

• Drop Away Interface 

• Gem Bags, Potion Bags, and Scroll Cases 

• New Priest, Druid, and Wizard Spells 

• Hot Key Tkat Higkligkts Normal Doors and Ground Items 

• Akility to Buy Multiple Items from Stores 

• New Special Abilities for Paladins, Rangers, Tkieves, Bards, and Druids 

• Many otker interface enkancements found in Baldur’s Gate^“ II: 
Skadows of Amn. 
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CHARACTER GENERATION 


PORTRAITS, SOUNDS 


Heart of Winter includes a numter of new ckaracter portraits and sounds 
for your ckaracters. Tkese can all ke ckosen ky selecting tke ‘Customize’ 
kutton on tke Ckaracter Record Screen. 


IMPORT 

How To Import Ckaracters into tke Expansion 

Altkougk you can travel to tke expansion pack during tke course of 
Icewind Dale ky meeting Hjollder in Kuldakar, you may kave already 
completed Icewind Dale and wisk to continue on witk tke expansion. To do 
tkis, all you need to do is select ‘Create Game’ from tke main menu, select 
‘Expansion Only,’ and import your ckaracters from tke original game. Tke game 
will kave saved versions of your ckaracters after tke final kattle in Icewind 
Dale (restoring tkose wko kave died to life) in tke Ckaracters folder. Tkese 
ckaracters are la keled ‘IWDl-6,’ wkere tke numter corresponds to eack 
party memker present in tke Icewind Dale final kattle. 

Note tkat your ckaracters skould ke 9tk level kefore going to tke expansion 
pack (in tke case of multi-class ckaracters, tke 9tk level cap equals tke sum 
of tkeir levels, so a 5tk-leve 1 kgkter/4tk-l evel mage could also travel to tke 
expansion) . 

You may not transfer ckaracters from Baldur’s Gate I, Tales of tke Sword 
Coast, Planescape: Torment, or Baldur’s Gate II: Skadows of Amn into 
Icewind Dale or Heart of Winter. 


THE INTERFACE 

Tkis section descrikes all tke new interface functionality present in Heart 
of Winter. 

THE MAIN INTERFACE 

Greater Screen Resolution 

Tke Heart of Winter supports a greater screen resolution tkan Icewind 
Dale, allowing you to play at 800 x 600 resolution. To c kange tke 
resolution, you must modify it in tke Config program. Tke Config 
program can ke reacked eitker ky tke skortcut in tke Start Menu, or via 
tke Autorun menu wken tke expansion kas keen installed. Note tkat even 
tkougk Heart of Winter officially only supports 800 x 600 resolution, you 
may run tke game at 1024 x 768, 1280 x 960, 1600 x 1200, or 2048 x 
1536 resolution. 
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Drop Away Interface 

Certain kot keys will allow you to drop away interface panels on tke main 
screen. Byd efault, pressing tke Y key will make tke left side panel on tke 
main screen drop away, tke U key will do tke same tking to tke rigkt panel, 
and pressing tke H key will make tke entire interface drop away. Pressing 
any of tke keys a second time will kring up tke panels again. Note tkat 
pausing tke game wkile tke interface is kidden will kring up tke interface. 
Unpausing tke game wdl kide tke interface again if it was kidden kefore 
tke pause. 

INVENTORY SCREEN 



Gem Bags, Potion Bags, and Scroll Cases 

Tke Heart of Winter contains several items tkat can “store” otker items of 
a similar type. Gem kags, for example, can kold a numker of gems inside 
witkout cluttering up your inventory, wkile potion kags and scroll cases can 
do tke same for potions and scrolls, respectively. 


To use tkese kags and oases, simply rigkt -click on tke item. Now press tke 
kutton ‘Open Container’ to move to tke next screen. From tkis screen you 
can move your gems, potions, or scrolls from tke rigkt kand column to tke 
left kand column. Tkis will move tkese items into your gem kag or scroll 
case. You can also drag a gem or scroll to tke appropriate container and 
release tke L-Mouse kutton over top of it to deposit it in tke kag/case. 


STORE SCREEN 

Buy and Sell Screen 

Tkere kave keen some ckanges to tke kuying and selling screen in Heart 
of Winter. Tke screen now skows kow many items tke proprietor kas in 
stock of eack item (unlimited items kave no numker keside tkem), and 
functionality kas also keen added tkat allows you to kuy multiple versions 
of eack item. 
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To tuy multiple versions of an item, Joutle-click on tke item in tke store, 
wkick will kring up a menu tkat all ows you to select kow many of tkat item 
you would like to kuy. Enter tke numker, and if you kave enougk gold, 
tkey’re yours. 

OPTIONS SCREEN 

Auto-Pause Options 

Under tke Auto-pause features, tkere are two new Auto-pause options: 
‘Wken Enemy Sigkted’ and "Wken Spell Cast.’ Wken ’Enemy Sigkted’ is 
selected, tke game will automatically pause as soon as an enemy enters 
visual range of one of your party memkers. Wken ‘Spell Cast’ is selected, 
tke game will automatically pause as soon as an enemy kegins to cast a spell. 

Center on Party Memker 

Tkis toggle allows tke autopause settings to center on tke party memker 
tkat caused tke autopause trigger. Eor example, if tke game is set to 
Autopause Wken Enemy Sigkted, tken ‘Center on Party Memker’ will 
center tke game screen on tke ckaracter tkat saw tke enemy. 

EXPERIENCE AND GAINING LEVELS 

New Experience Point Cap 

Eieart of Winter raises tke experience point cap for all player ckaracters, 
allowing tkem to reack 30tk level (altkougk accumulating enougk 
experience points for tkis to kappen can take a very long time, and may not 
occur if you’re playing tke game straigkt tkrougk). Eor detads on tke kit 
point konuses, spell level progression, and otker information, see tke 
revised experience and spell progression takles at tke end of tke manual. 
Note tkat d ruids kave a krand new experience point takle tkat allows tkem 
to reack kigker levels. 

Efeart of Fury Mode 

if you are playing Icewind Dale and Heart of Winter straigkt tkrougk, you 
are unlikely to accumulate enougk experience points to reack 30tk level. 
Heart o f Eury Mode, k owever, is a special option availakle in tke Conkg 
screen tkat allows you to greatly enkance tke strengtk of creatures in tke 
game (and give you more experience points). In Heart of Eury mode, it is 
possikle for ckaracters to gain enougk experience to progress all tke way up 
to 30tk level. Tkis mode can only ke turned on via tke Conkg utility, 
wkick can ke ran via tke ‘Icewind Dale Configuration’ skortcut in your 
Start Menu, or via tke Autorun program. 

SPECIAL ABILITIES 

A numker of ckaracter classes kave keen improved in Heart of Winter, and 
many of tkem kave gained new special akilities. Please note, tke following 
special akilities were inspired ky tkose found in tke new Dungeons & 
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Dragons rule system ty Wizards of tke Coast. Tkese special akilities were 
interpreted and modified to fit witkin tke loewind Dale series of games, and 
are not officially documented witkin tke 2nd Edition Advanced Dungeons 
& Dragons rules. A summary of tkese akilities is as follows: 

PALADINS 

Smite Evil. Paladins now kave tke akility to call down a column of koly 
ligkt once per day. Tkis column of koly ligkt Joes 1 J6 + 1 J6 points of 
Jamage for every 3 levels of tke palaJin. Tke paladin can select tkis power 
from kis special akilities kar (accessed tkrougk tke star kutton on tke 
kottom rigkt of tke main screen). 

Divine Courage. At 3rd level, paladins gain an immunity to fear. 

Earlier Spell Access. Paladins now kave access to spells at an earlier 
level. See tke Paladin Spell Progression Takle at tke end of tkis manual. 

Immunity to Disease. Paladins are now completely immune to all forms 
of disease, magical or mundane. 

RANGERS 

Earlier Spell Access. Rangers now kave access to spells at an earlier 
level. See tke Ranger Spell Pro gression Takle at tke en d of tkis manual. 

Eracking. Rangers kave a new special akility, tracking, wkick can ke 
selected from tke special akilities kar (accessed tkrougk tke star kutton on 
tke kottom rigkt of tke main screen ). Wken use d, tke ranger can attempt 
to look for tracks and gain information on wkat type of creatures, if any, 
kave passed tkrougk tke area. Potential information tkat can ke gained 
from tracking includes tke numker of creatures, tke direction tkey were 
traveling in, and kow long ago tke tracks were made. Tkis akility works on 
any map in Rewind Dale and Heart of Winter, and it can provide 
important clues to wkat creatures lurk in tke area. Tke skill’ s success is 
kased on tke ranger’s level (+5% for every tkree levels) and kis wisdom 
( + 5% per point of wisdom), and it can only ke used once per day. 

DRUIDS 

New Experience Table. Druids kave a new experience takle tkat allows 
tkem to advance past 14tk level. See tke end of tkis manual for Jetails. 

Druidic Shape Change. Tkis power is now availa kle at 5tk level, and 
tke druid now gains a new form tkey can skape ckange into every otker 
level tkereafter, to 15tk level. In addition, druids will keal some of tkeir 
wounds wken tkey skift to tkeir animal form. 

Elemental Eorm. Once druids reac k 1 Itk level, tkey gain tke akility to 
transform tkemselves into a fire elemental, witk all tke advantages, 
resistances, and immunities tkat a fire elemental possesses. Tke druid gains 
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tlie atility to transform into new elemental forms at kigker levels: an eartk 
elemental at 13tk level and a water elemental 15tk level. 

Immunity to Poison. At 9tk level, druids kecome immune to poison, 
kotk mundane and magical. 

Timeless Body. At 15tk level, druids no longer accrue fati gue tkrougk 
magical or mundane means. Tkey need sleep only to refresk tkeir spells; 
otkerwise, tkey can stay active for weeks on end witk no penalties. Note 
tkis immunity to fatigue also applies to spells tkat normally cause fatigue 
(suck as Haste or Rigkteous Wratk of tke Faitkful). 

THIEVES 

Sneak Attack. Sneak Attack is an optional akility tkat can replace a 
tkief’s Backstak akility; if you wisk your tkieves to use Sneak Attack 
instead of Backstak wkile playing tke game, tke option can ke switcked in 
tke Conkg program. Wken S neak Attack is in effect, any time a tkief 
attacks an opponent from a flank or rear position, ke or ske can do 
additional damage once (and only once) on tkat opponent. Tke additional 
damage is plus + ld6 every 4 levels of experience (i.e., an 8tk level tkief 
could do +3d6 damage, and a 23rd level tkief could do + 6d6). A S neak 
Attack d oes not require tke tkief to ke kidden or moving silently in order 
to work (altkougk tkese skdls can kelp a tkief to get into position). Critical 
kits do not doukle Sneak Attack damage. 

Evasion. At 7tk level, tkieves gain tke power to evade effects tkat would 
normally kurt otker ckaracters. Wkenever a tkief is kit ky a spell tkat can 
ke evaded (Firekall, Ligktning Bolt, etc.), tke tkief is allowed a saving 
tkrow vs. kreatk to completely avoid tke effects of tke spell, if tke saving 
tkrow is failed, tken tke spell works normally, including a save for kalf- 
damage if tke spell allows for it. Evasion improves as tke tkief goes up in 
level, giving kim konuses to tke saving tkrow vs. kreatk (for Evasion 
purposes only). Keep in mind tkat tkieves cannot evade tkeir own effects, 
so mage/tkieves skould tkink twice kefore tkrowing a firekall at tkeir feet. 

Crippling Strike. At 5tk level, tkieves gain a feel for kow to kamstring 
tkeir enemies in unpleasant ways. Tkis allows tkieves to cripple an 
opponent witk a successful Sneak Attack, reducing tkeir ckances to kit 
and damage. Tkis crippling effect is in addition to tke normal Sneak 
Attack damage. A Crippl ing Strike improves witk tke tkief’s level. At 5tk 
level, a tkief’s Crippling Strike causes tke victim to suffer a -1 to kit and 
damage rolls, at 9tk level, -2 to kit and damage, at 13tk level, -3 to kit 
and damage, and so on, witk an additional -1 penalty to kit and damage 
for every four levels of tke tkief. A creature kit witk a Crippling Strike will 
regain tkeir normal to kit and damage rolls one turn after keing crippled. 
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BARDS 


Bards kave a numker of new songs in addition to tkeir starting song {The 
Ballad of the Th ree Heroes). Unless otkerwise noted, all kard songs kave 
a radius of 30 feet. 


The Ballad of Th ree Heroes. Bards start tke game witk tke akility to 
play tkis kallad. Wken tke Ballad of Tkree Heroes is played, all tke kard’s 
allies gain + 1 to kit, + 1 damage, and + 1 saving tkrows. 

The Tale of Cu rran Strongkeart. Bards gain tkis song at 3rd level, 
wken tke Tale of Curran Strongkeart is keing played, any fear effect on 
tke kard’s allies are removed, and tkey gain an immunity to fear effects for 
as long as tke song lasts. 

Tymora’s Melody. Bards gain tkis song at 5tk level. Wken played, 
Tymora’s Melody gives tke kard’s allies +1 luck, +3 saving tkrows, and 
+ 10% to tkeir lore skill and tkief skills. 

The Sony of Kaudies. Bards gain tkis song at 7tk level. Wken tke Song 
of Kaudies is played, tke kard’s allies kave a 50% ckance to skrug off tke 
effects of spells suck as Sdence, Skout, Great Skout, Command, or any 
otker sound-kased attack. 

The Siren's Yearning. Bards gain tke Siren’s Yearning at 9tk level, 
wken played, tke kard’s enemies must save vs. spell or ke entkralled, 
unakle to take action until 1 turn passes or tkey take damage. 

War chant of Sith. Tke War Ckant of Sitk kecomes availakle to kards 
wken tkey reack lltk level. wken played, tke kard’s allies gain -2 konus 
to AC, +10% Resistance to slasking, piercing, crusking, and missile 
attacks, and tke akility to regenerate 2 kit points every round. 


NEW GAME FEATURES 

Store Inventories: Tke selection in two of tke Icewind Dale stores 
(Orrick’s Tower and Conlan’s Smitky in Kuldakar) will ckange once tke 
expansion is installed, allowing you to purckase new items. Tke original 
items in tke stores will not vanisk, only new items will ke added. 

Hot Key for Spotting Doors and Ground Items: Heart of Winter 
also provides a kot key (ALT) tkat illuminates all doors and any items on 
tke groun d. wken tke ALT key is keld down, all doors and ground items 
will ke kigkligkted in klue, similar to tke way containers are kigkligkted. 
Tkis key will not illuminate secret doors, triggers, or traps. 
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SPELLS 

Tke keginning of tkis section details some of tke ckanges to tke spells in 
tke Icewind Dale game (tkese updates are in place wketker you kave 
installed Heart of Winter or not), and tke second part of tkis section 
details all tke new spells in Heart of Winter. 

HEART OF WINTER CHANGES TO 
ICEWIND DALE SPELLS 

Some spells in Icewind Dale will gain ckange once tke Heart of Winter 
expansion is installed. Some of tke original Icewind Dale spells now kave 
alignment conditions, and tke opposition sckools for wizard classes kave 
also ckanged (see Takle 4, p. 38). 

Alignment 

A few of tke Icewind Dale spells will gain alignment conditions wken Heart 
of Winter expansion is installed. Tkis means your ckaracter must eitker ke 
(or not ke) a certain alignment in order to cast tke spell. For example, a 
spell tkat can only ke cast ky a “good” ckaracter could ke cast ky a Lawful 
Good, Neutral Good or Ckaotic Good ckaracter, kut not ky a ckaracter of 
any otker alignment. 

Tke spells tkat kave ckanged are as follows: 

Raise DeaJ: Only non-evil ckaracters can cast tkis spell. 
Resurrection: Only good ckaracters can cast tkis spell. 

Heal: Only good ckaracters can cast tkis spell. 

Cure Critical WounJs: Only non-evil ckaracters can cast tkis spell. 
For more information on Alignment, refer to Alignments in tke Icewind 
Dale Manual, p.68. 

Opposition Sckools 

Tke wizard opposition sckools will ckange once tke Heart of Winter is 
installed (see Takle 4, p. 38). Note tkat specialist wizards wko kave already 
inscriked spells into tkeir spell kook from an opposition sckool wkile 
playing tke original game of Icewind Dale will not lose tkose spells. Tke 
restriction only applies to spells tke specialist wizard attempts to inscrike in 
tkeir spell kook after tke expansion is installed. 

NEW SPELLS 

Druids, clerics, and wizards kave a selection of new spells availakle to tkem 
in tke Heart of Winter. Details of eack spell are provided later on. Some 
new spells found in Heart of Winter were inspired ky tkose found in tke 
new Dungeons & Dragons rule system ky Wizards of tke Coast. Tkese 
spells were interpreted and modified to fit witkin tke Icewind Dale series of 
games, and are not officially documented witkin tke 2nd Edition Advanced 
Dungeons & Dragons rules. 
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NEW WIZARD SPELLS 

MAGE SPELLS, LEVEL TWO 


Cat’s Grace (Alteration) 

Level: 2 
Range: Touch 
Duration: 1 hour/level 


Casting Time: 2 

Area of Effect: 1 creature 

Saving Throw: None 


□ Tkis spell magically increases a target’s dexterity. Tke amount 
depends on tke target’s class: tkieves gain idS points, figkters and 
mages gain ld6 points, and clerics gain ld4 points. Cat’s Grace cannot 
raise a target’s dexterity past 20. 

MAGE SPELLS, LEVEL THREE 

Lance of Disruption (Invocation) 

Level: 3 Casting Time: 3 

Range: 60 feet Area of Effect: Special 

Duration: Lnstantaneous Saving Throw: Half 

Tkis spell creates a lance of force, extending from tke caster to a 

^ specified point 60 feet in tke distance. Any creatures in tke lance’s 

patk take 5d4 points of kludgeoning damage, +2 points of damage per 
level of tke caster (maximum of +30). Victims can save vs. spell 
for kalf damage. 

MAGE SPELLS, LEVEL FOUR 

Mordenkainen’s Force Missiles (Invocation) 

Level: 4 Casting Time: 4 

Range: Sight of Caster Area of Effect: Sp ecial 

Duration: Lnstantaneous Saving Throw: Special 


Tkis spell creates a krilliant gloke of magical energy tkat streaks 
——I fortk from tke caster’s kand to unerringly strike its target, muck 
ike a Magic Missde spell. Tke wizard creates one missile at 7tk level, and 
an additional missde at every tkird level after 7tk - in otker words, two 
missiles at lOtk level, tkree at 13tk, four at l6tk, and so on, to a 
maximum of seven missiles at 25tk level. Back missile inflicts 2d4 points 
of damage to tke target and tken kursts in a 5-foot radius concussive klast 
tkat inflicts 1 point of damage per level of tke caster - for examp le, a 12tk- 
level wizard could conjure two force missiles, eack of wkick strikes for 
2d4 + 12 points of d amage. Creatures taking damage may attempt a saving 
tkrow vs. spell to negate tke concussion damage, kut tke impact of tke 
missde itself allows no saving tkrow. Tke Ist-level wizard spell Skield will 
aksork tke force missiles karmlessly, including tke concussion damage. 
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Sliout (Invocation) 

Level: 4 
Range: Caster 
Duration: Instantaneous 
Casting Time: 1 

SI Skout grants tke wizard tremendous vocal powers, allowing kim to 
emit an ear-splitting roar from kis moutk in a oone-skaped area of 


Area of Effect: 30-foot long, 
10-foot diameter cone 
Saving Throw: Half 


effect 30 feet long and 10 feet in diameter at its fartkest point. Any 
creature witkin tkis area is deafened for 2d6 rounds and suffers 4d6 points 
of damage. A successful saving tkrow vs. spell negates tke deafness and 
reduces tke damage ky kalf. 

Vitriolic Spkere (Conjuration) 

Level: 4 Casting Time: 4 

Range: Sight of Caster Area of Effect: Special 

Duration: Special Saving Throw: Special 

Tkis spell conjures a spkere of glowing emerald acid tkat tke caster 
can direct to strike any target witkin range. Wken it reackes its 
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target, tke spkere explodes and drenckes tke victim in potent acid. Tke 
victim suffers ld4 points of acid damage per caster level, to a maximum of 
12d4 points of damage. After tke initial damage, tke victim must make a 
saving tkrow to avoid more damage, if unsuccessful, tke victim continues 
to suffer acid damage in tke following rounds, sustaining two less dice of 
damage eack round. For example, an 8tk-l evel wizard inflicts 8d4 damage 
witk tkis spell on tke first round, 6d4 on tke second round, 4d4 on tke 
tkird round, 2d4 on tke fourtk round, and tke spell ends on tke fiftk 
round. Eack round tke victim is entitled to a saving tkrow vs. spell to avoid 
furtker damage. Tke vitriolic spkere also splaskes acid in a 5-foot radius 
around tke primary target. Any creatures witkin tke splask radius must 
save vs. polymorpk/paralyzation or suffer a splask kit tkat in flicts ld4 
points of damage per every five levels of tke caster. Splask kits do not cause 
continuing damage. 

MAGE SPELLS, LEVEL FIVE 

Contact Otker Plane (Divination) 

Level: 5 Casting Time: 1 round 

Range: Caster Area of Effect: Caster 

Saving Thrc 


Duration: Instantaneous 


Nor, 


e 


Tkis spell allows tke wizard to contact powers from otker planes of 
existence in order to receive advice and information. Tke nature of 
tke divination is oriented around knowledge of powerful foes, magic items, 
and spells. 


CEWIND DALE- Heart of Winter 


Lower Resistance (Alteration) 

Level: 5 Casting Time: 5 

Range: Sight of Caster Area of ILffect: 1 creature 

Duration: 2 turns Saving Throw: None 

Using tkis spell, a wizard may attempt to reduce tke magic 
resistance of a target creature. Tke magic resistance of tke victim 
works against tke Lower Resistance spell itself, kut at only kalf its normal 
value. Tkere is no saving tkrow. if tke victim does not resist tke effects of 
tkis spell, kis magic resistance is reduced ky 30% plus 1% per experience 
level of tke caster. 


Sunfire (Invocation) 

Level: 5 
Range: Caster 
Duration: Lnstantaneous 


Casting Time: 3 

Area of Llffect: 30-foot radius 

Saving Throw: Half 


r" 




A sunfire is like a firekall — an explosive kurst of flame, wkick 
delivers damage proportional to tke level of tke wizard wko cast it- — - 
ld6 points of damage for eack level of experience of tke spellcaster (up to 
a maximum o f 15d6). Tke wizard gestures witk kis kand and tke entire 
area around kim erupts in flames, striking all except for tke caster. 
Creatures failing tkeir saving tkrows eack suffer full damage from tke klast. 
Tkose wko roll successful saving tkrows manage to dodge, fall flat, or roll 
aside, eack receiving kalf damage. 




sr. 


MAGE SPELLS, LEVEL SIX 

Darts of Bone (Necromancy) 


Level: 6 
Range: Caster 
Duration: 5 rounds 


Casting Time: 5 
Area of Llffect: Caster 
Saving Throw: None 


S Tkis spell creates nine darts tkat can ke used ky tke caster and 
cannot ke unequipped so long as tke spell is in effect. Tke darts are 
+3, do ld4 damage, and a creature struck ky a dart must save vs. deatk or 
take anotker 2d6 damage and kave its strengtk reduced ky 3 for 5 rounds. 
Tke caster’s weapon proficiency witk darts (or lack tkereof) kas no effect 
on tke darts’ ckances to kit a target. 


Soul Eater (Necromancy) 

Level: 6 

Range: Sight of Caster 
Duration: Lnstantaneous 


Casting Time: 5 
Area of Llffect: 10-foot radius 
Saving Throw: None 

Tkis spell deals 3d8d amage to all living creatures witkin a 10-foot 
radius. Any creatures tkat die as a result of tkis damage are 
okliterated and tkeir essence is transformed into a 3 kit dice skeleton under 
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control of tke caster. Also, for eack creature tkat dies in tkis manner tke 
caster receives a + 1 konus to Strengtk, Dexterity, and Constitution for 1 
turn. Soul Eater kas no effect on undead, constructs, and elemental creatures. 


Trollisk Fortitude (Necromancy) 


Level: 6 
Range: Caster 
Duration: 2 turns 


Casting Time: 6 
Area of Effect: Caster 
Saving Throw: None 


% 


Tkis spell imkues tke caster witk tke resilience of a troll, allowing 
tke caster to regenerate 5 kit points per round up to kis/ker 


maximum kit points. 

MAGE SPELLS, LEVEL SEVEN 


Seven Eyes (Abjuration) 

Level: 7 
Range: Caster 
Duration: 2 turns 


Casting Time: 7 
Area of Effect: Caster 
Saving Throw: None 

Tkis spell conjures fortk seven magical orks tkat float in a ring 
akove tke caster’s kead. Eack eye kas a defensive and offensive 
akility, tkougk once eitker one is used tke eye will lose its power. Tke 
powers of eack eye are descriked kelow. 


< 9 > 


Eye of the MinJ — tkis ork protects tke caster against mental attacks, 
suck as ckarm, emotion, and fear. Tke eye may ke expended as tke 1st- 


I prote 
fear. 

level wizard spell Ckarm Person. 

Eye of the Sword — tkis eye deflects tke first pkysical damaging attack 


tkat strikes tke caster. Tke eye may ke expended as tke lst-1 evel wizard 
spell Magic Missile (5 missiles). 

Eye of the Mage — tkis eye aksorks one manifestation of fire, electrical, 
cold, or acid damage. Tke eye can also ke expended as tke 3rd-l evel wizard 
spell Ligkt ning Bolt (4dS d amage). 

Eye of Venom — tkis eye kalts any one attack or effect tkat could poison 
tke caster. Tke eye can also ke used to poison one creature, dealing 30 
points of damage over a period of 30 seconds. 

Eye of the Spirit — tkis eye klocks one instant-deatk magic attack (Deatk 
Spell, Einger of Deatk, Power Word Kill, Slay Living, Destruction). Tke 
wizard may instead ckoose to expend tke eye’s power as a Ray of 
Enfeeklement, dropping a target’s strengtk to 5, reducing its ckance to kit, 
and tke damage it deals. 

Eye of Fortitude — tkis eye klocks one stunning, deafness, klindness, or 
silence effect. It may alternatively ke expended as tke 4tk-level wizard 
spell, Skout. 
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Eye of Stone — tkis eye skielJs tke caster from a single petrification 
attack. It can also ke used as tke 3rd-l evel wizard spell, Hold Person. 

Any suksequent castings of Seven Eyes will fail if cast kefore tke original 
spell expires, wketker or not any eyes remain. 


Suffocate (Alteration) 

Level: 7 

Range: Sight of Caster 
Duration: 1 turn 


Casting Time: 7 

Area of Effect: 10-foot radius 

Saving Throw: Neg. 


Tkis spell draws tke kreatk out of all creatures witkin tke area of 
^^^1 effect. Creatures tkat do not kreatke are unaffected. Suffocating 
creatures suffer -4 AC, -4 to kit, -6 to Dexterity, one less attack per round, 
kalf movement rate, and take 2d4 points of damage per roun d. A 
successful saving tkrow negates tke effects for one round. Tke effects kegin 
to fade wken tke creature moves out of tke area of effect, altkougk it may 
take a round for a ckaracter to catck tkeir second wind. 

MAGE SPELLS, LEVEL EIGHT 

Abi-Dalzim’s Horrid W^ilting (Necromancy) 

Level: 8 Casting Time: 8 


Level: 8 

Range: Sight of Caster 
Duration: Lnstantaneous 


Area of Effect: 30-foot radius 
Saving Throw: Half 


m 


E Tkis spell evaporates moisture from tke kodies of every living 
creature witkin tke area of effect, in dieting ids damage per level of 
tke caster. Affected creatures are allowed a saving tkrow vs. spell for kalf 
damage. Water-using/dwelling creatures are instantly destroyed if tkey fad 
tkeir saving tkrows, kalf damage if successful. 


Great Skout (Invocation) 

Level: 8 Area of Effect: 30 feet long, 

Range: Caster 10-foot diameter cone 

Duration: Lnstantaneous Saving Throw: Half h 

Casting Time: 1 ■I 

Jpon uttering tke Great Skout, tke caster releases a stunning force 
* from kis moutk in a 30-foot long, 10-foot diameter cone. Tke 
Great Skout is extremely taxing and dangerous to tke user. Tke skout 
drains 2d4 kit points f rom tke caster and ke/ske must make a saving tkrow 
vs. spell or fall unconscious for a turn. Creatures 5 kit dice and under 
caugkt witkin tke Great Skout instantly die. All otker creatures witkin tke 
area of effect must save vs. spells. Tkose wko fail tke save are stunned for 
2 rounds, deafened for 4 rounds, and suffer 2dl0 points of damage. Tkose 
wko make tke save are stunned for 1 round, deafened for 2 rounds, and 
suffer idlO points of damage. 
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Iron Body (Alteration) 

Level: 8 
Range: Caster 
Duration: 2 turns 


Casting Time: 8 
Area of Effect: Caster 
Saving Throw: None 




Tkis spell transforms tke caster's koJy into living iron, granting 
kim several powerful resistances and akilities. Wkile tke spell is in 
effect, tke caster is 100% resistant to electricity, 50% resistant to fire, and 
25% resistant to crusking damage. Spells tkat affect respiration or tke 
pkysiology of tke caster are ignored. In addition, tke caster’s strengtk is 
raised to 25, and tke caster can attack twice per round witk iron fists for 
2d4 points of damage + appropriate strengtk konuses. Unfortunately, tke 
caster’s movement kecomes slow and awkward, setting kis movement rate 
to 25% of normal, and ke/ske cannot cast spells wkile Iron Body 
is in effect. 

Power Word: Bl ind (Conjuration) 

Level: 8 Casting Time: 1 

Range: Sight of Caster Area of Effect: 10-foot radius 

Duration: 1 turn Saving Throw: None 

Tkis spell tlinJs all enemy creatures witkin tke area o f effect for 1 
turn or until dispelled. Blind creatures suffer significant penalties to 
tkeir armor class and ckance to kit. 


NEW PRIEST SPELLS 

PRIEST SPELLS, LEVEL ONE 


Cause Li^kt Wounds (Necromancy) 


Level: 1 

Sphere: Healing 
Range: Touch 
Duration: Permanent 


Casting Time: 5 

Area of Effect: 1 creature 

Saving Throw: Half 


Wken casting tkis spell and toucking a creature, tke priest deals 8 
points of damage (save for kalf damage) to tke creature’s kody. Tkis 
spell kas no affect on undead, constructs, or extraplanar creatures. Cause 
Ligkt Wounds cannot ke cast ky good ckaracters. 


Sunscorck (Invocation) 

Level: 1 
Sph ere: Sun 
Range: Sight of Caster 
Duration: Lnstantaneous 


Casting Time: 4 

Area of Effect: 1 creature 

Saving Throw: Half 
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S Wken tkis spell is cast, a krilliant ray of scorcking keat slants down 
from tke sky and strikes one target of tke caster’s ckoice. Tke victim 
is al owed a saving tkrow vs. spell to take kalf damage. Any creature struck 
ky tke ray sustains ld6 points of damage, plus 1 point per caster level. 
Undead creatures and monsters vulnerakle to krigkt lignt sustain ld6 
points of damage, plus 2 points per level of tke caster. In addition to 
sustaining damage, living victims are also klinded for 3 rounds ky tke spell. 


PRIEST SPELLS, LEVEL TWO 

Alicorn Lance (Invocation) 

Level: 2 Casting Time: 5 

Sphere: Comhat Area of Effect: 1 creature 

Range: Sight of Caster Saving Throw: Half 

Duration: Instantaneous 

H Tkis spell creates a silver-kued, partially etkereal lance skaped in tke 
form of an alicorn (a unicorn korn) . Tke spellcaster ckooses a target 
and tke alicorn lance instantaneously fires at it, inflicting 3d6 points of 
piercing damage, witk a saving tkrow for kalf damage. Altkougk tke alicorn 
lance dissipates after it strikes, it leaves a silvery radiance around tke target 
tkat makes it easier to see and kit, giving it a -2 penalty to its AC for 
3 rounds. 




Beast Claw (Alteration) 

Level: 2 

Sphere: Comhat 
Range: Caster 
Duration: 1 turn 


Casting Time: 5 
Area of Effect: Caster 
Saving Throw: None 


Oh Tkis spell transforms tke caster’s arms into tke claws of a migkty 

keast, giving tke caster 18/72 strengtk and tke akility to rake an 

opponent for 2d4 (+3 strengtk konus) points of slasking damage. Tke caster 
can attack twice per round witk tke keast claws, witk a +2 konus to kit. 

Cause Moderate Wounds (Necromancy) 


Level: 2 

Sphere: Healing 
Range: Touch 
Duration: Permanent 


Casting Time: 5 
Area of Effect: 1 creature 
Saving Throw: Half 


Wken casting tkis spell and toucking a creature, tke priest deals 1 1 
^^1 points of damage (save for kalf damage) to tke creature’s kody. Tkis 
spell kas no affect on undead, constructs, or extraplanar creatures. Cause 
Moderate Wounds cannot ke cast ky good ckaracters. 
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PRIEST SPELLS, LEVEL THREE 

Cause Disease (Necromancy) 

Level: 3 Casting Time: 1 round 

Sphere: Healing Area of Effect: 1 creature 

Range: Touch Saving Throw: Neg. 

Duration: 8 hours 


E Tliis spell afflicts one creature tke priest touckes witk a disease tkat 
saps tke target of 5-20 points of strengtk. A saving tkrow vs. spell 
will negate tke effects. Tkis spell kas no affect on undead, constructs, or 
extraplanar creatures. Cause Disease cannot ke cast ky good ckaracters. 

Circle of Bones (Necromancy) 

Level: 3 Casting Time: 3 

Sphere: Guardian/Creation Area of Effect: 3-foot radius 

Range: Caster Saving Throw: None 

Duration: 3 rounds 

iSl Tlii® spell conjures fortk a karrier of floating kones tkat spin rapidly 
" around tke caster. Anyone entering tkeir patk takes ld6 crusning 
damage and ld6 slasking damage per round. Tke caster cannot move for 
tke duration of tke spell. Circle of Bones cannot ke cast ky 
good ckaracters. 


CloudWrst (Invocation) 

Level: 3 

Sphere: Elemental (Water) 
Range: Sight of Caster 
Duration: 2 rounds 


Casting Time: 6 

Area of Effect: 30-foot radius 

Saving Throw: None 


Till spell trings fortk a magical rain tkat saturates tke area of 
effect. All cold and fire-using/dwelling creatures take 2d3 points of 
damage per round. In addition, all creatures in tke area kave a 50% ckance 
per round of keing struck ky kolts of ligktning tkat dea l2d6 damage, witk 
a saving tkrow for kalf damage. Flame Blade spells, Skroud of Flame, and 
salamander auras are extinguisked ky Cloudkurst. 


Exaltation (Atjuration) 

Level: 3 

Sphere: Healing 
Range: Touch 
Duration: 1 turn 


Casting Time: 1 round 
Area of Effect: 1 creature 
Saving Throw: None 


□ Tkis spell enakles a priest to aid and protect any one keing otker 
tkan tke priest. By touck, tke caster removes tke effects of fear, 
sleep, feeklemindedness, unconsciousness, intoxication, as well as kerserk 


and confused states of mind. In addition, tke recipient is protected against 
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cause 


tkese effects for tke Juration 


spells anj otker attacks tkat 
of tke spell. 


Holy Smite (Necromancy) 

Level: 3 

Sphere: Comhat 
Range: Sight of Caster 
Duration: Instantaneous 


Casting Time: 3 

Area of Effect: 20-foot radius 

Saving Throw: Special 


iH Tkis spell calls upon energy from tke Plane of Brill iance anJ opens 
Ll a ckannel ketween it anj tke targets. Any evil creatures witkin tke 
area of effect take lJ6 Jamage for every 2 levels of tke caster witk a save 
vs. spell for kalf (maximum 5J6 Jamage). In aJJition, if victims fail tkeir 
save, tkey are klinJeJ for 1 rounj. 


Mold Touck (Alteration) 

Casting Time: 6 
Area of Effect: 1 creature 
Saving Throw: Special 

Duration: 3 or 4 rounds (special) 

Tkis spell infects one creature tke caster touckes witk a rapiJly- 
spreaJing krown molJ. Tke infecteJ creature receives a saving tkrow 
vs. spell, if tke saving tkrow is faileJ, tke infection is severe anj tke 
creature takes Jamage as follows: 

1st rounj : 4j6 Jamage 3rJ roun J: 2J6 damage 

2nJ round: 3 J 6 damage 4tk rounJ: IJ 6 Jamage 

if tke saving tkrow is successful, tke Jamage is reJuceJ: 

1st roun J: 2 J 6 damage 3rJ rounj : IJ 6 Jamage 

2nJ rounJ: IJ 6 Jamage 

Back rounj after tke first, tke nearest creature witkin ten feet of tke victim 
must make a saving tkrow vs. spell or ke infecteJ ky tke molJ at full 
strengtk. Tkis process continues until tkere are no more victims or until 
tke molJ fails to infect a suitakle kost in time. Creatures alreaJy unJer 
tke effects of tke molJ cannot contract it again. Tkek rown molJ quickly 
Jies once tke spell expires. 



Level: 3 
Sphere: plant 
Range: Touch 
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Moontlade (Invocation) 

Level: 3 

Sphere: Comhat, Sun 
Range: Caster 
Duration: 2 turns 


Casting Time: 6 
Area of ILffect: Caster 
Saving Throw: None 




Tkis spell summons fortk a silent, weigktless sworj-like construct 
made of moonligkt tkat extends 4 feet from tke caster’s kand. Tke 
moonklade is considered a +4 weapon for determining wkat creatures it 
can damage, tkougk tke konus does not apply to THACO. In addition, due 
to tke insutstantial nature of tke moonklade, melee konuses from strengtk 
do not apply. 

Tke strike of a moonklade drains a target's vitality, in flicting ldl2+4 
points of damage, and an additional ldl2 points to undead, wko are 
particularly susceptikle. A successful strike also temporarily scramkles 
magic, causing any spells tke target casts in tke next round to fail. 


Spike Growtk (Alteration) 

Level: 3 

Sphere: Elemental (Ear thj 
Range: Sight of Caster 
Duration: 1 turn 


Casting Time: 6 

Area of Effect: 1 5-foot radius 

Saving Throw: None 


Tkis spell transforms tke surrounding terrain into spiky plants. Any 
creature entering tke area takes ld4 points of piercing damage and 


ld4 points of slasking damage every round until tke spell expires. 


Storm Skell (Abjuration) 

Level: 3 

Sphere: Protection, Weather 
Range: Caster 
Duration: 1 turn 


Casting Time: 6 
Area of Effect: Caster 
Saving Throw: None 
Area of Effect: Caster 




Tkis spell surrounds tke caster witk a dark spkere of disruptive 
energy tkat moves witk kim. Tke storm skell reduces all fire, cold. 


and electrical damage to tke caster ky 50%. 


Unkoly Bligkt (Necromancy) 

Level: 3 

Sph ere: Comhat 
Range: Sight of Caster 
Duration: Lnstantaneous 


Casting Time: 3 

Area of Effect: 20-foot radius 

Saving Throw: Special 


Tkis spell calls upon energy from tke Negative Material Plane and 
opens a ckannel ketween it and tke targets. Any creatures of good 
alignment witkin tke area of effect take ld6 damage for every 2 levels of 
tke caster witk a save vs. spell for kalf (maximum 5d6 damage). In 
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acltlition, if tke victims fail tkeir save, tkey suffer -2 to kit, damage, and 
saving tkrows for 3 rounds. 

PRIEST SPELLS, LEVEL FOUR 

Blood Rage (Alteration) 

Level: 4 Casting Time: 7 

Sphere: Comhat Area of 17 f feet: 1 allied creature 

Range: Sight of Caster Saving Throw: None 

Duration: 2 turns 




Tkis spell works only on player ckaracters or allied creatures. Wken 
cast, tke target of tkis spell goes kerserk, attacking tke nearest 
creature until tkat creature is dead, tken moving to tke next target. Wkile 
under Blood Rage, tke target is immune to ckarm, sleep, fear, kold, 
stunning, confusion, emotion, symkol spells, and related effects. In 
addition, tke target gains +2 to kit, +3 to damage, +2 Strengtk, 10 extra 
kit points, and a konus to kis/ker movement rate. Tke spell kas several 
disadvantages, kowever. Tke kit points of tke target are masked for tke 
duration of tke spell, and tke target cannot kenekt from any effect tkat 
keals kit points. At tke end of tke spell’s duration, tke target kecomes 
fati gued and tkeir strengtk drops to 3 for 2 turns. Blood Rage cannot ke 
cast ky, nor affect, creatures of lawful alignment. 

Cause Serious Wounds (Necromancy) 

Level: 4 Casting Time: 5 

Sphere: Healing Area of Effect: 1 creature 

Range: Touch Saving Throw: Half 

Duration: Permanent 


* 


wken casting tkis spell and toucking a creature, tke priest deals 17 
points of damage (save for kalf damage) to tke creature's kody. Tkis 
spell kas no affect on undead, constructs, or extraplanar creatures. Cause 
Serious Wounds cannot ke cast ky good ckaracters. 


Cloud of Pestilence (Alteration) 

Level: 4 Casting Time: 7 

Sphere: Comhat, Elemental (Air) Area of Effect: 20-foot radius 

Range: Sight of Caster Saving Throw: Neg. 

Duration: 4 rounds 

Tkis spell transforms tke air in a 20-foot radius into sickening, 
grayisk mists. Tke caster and non-living creatures are immune to 
tke effects of tke cloud. Every round of exposure to tke disease-ridden air 
causes tke loss of 3 points of Strengtk and Dexterity, 3 points of damage, 
and klindness. Tkese effects last 1 turn. Cloud of Pestilence can only ke 
oast ky evil ckaracters. 
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Poison (Necromancy) 

Level: 4 

Sphere: Healing 
Range: Touch 
Duration: 20 seconds 


Casting Time: 7 

Area of 13 f feet: 1 creature 

Saving Throw: Neg. 


Tkis spell grants tke caster tke akility to touck a creature and 
instantly poison tkem. Tke poison deals 20 points of damage over 
20 seconds, tken dissipates from tke target’s kody. Poison can only ke cast 
ky evil ckaracters. 


S masking Wave (Invocation) 

Level: 4 

Sphere: L3lemental (Water) 

Range: 40 feet 
Duration: Lnstantaneous 


Casting Time: 1 round 
Area of Effect: 5-foot wide wave 
Saving Throw: Half 


Tkis spell summons a wave of water tkat moves in tke direction 
willed ky tke caster, striking all in its patk witk massive force. Tke 
wave deals 4dl0 points of crusking damage, and in addition, tkere is a 
25% ckance a creature struck is stunned for 2 rounds, and a 5% ckance 
tke creature is knocked unconscious, if tke creature struck makes a 
successful saving tkrow vs. kreatk, tke damage is reduced ky kalf and tke 
creature avoids keing stunned or knocked unconscious. 

Star Metal Cudgel (Conjuration) 

Level: 4 Casting Time: 7 

Sphere: Comhat Area of Effect: Caster 

Range: Caster Saving Throw: None 

Duration: 3 turns 

m Tkis spell creates a meteoric iron magical cluk tkat is +2 to kit and 
damage, and treated as a +4 weapon for purposes of wkat it can kit. 
Proficiency, strengtk, and specialization konuses and penalties apply. It 
does an additional 2d6 points of crusking damage against unnatural 
creatures (undead, constructs, extraplanar creatures, etc). 


Tkorn Spray (Alteration) 

Level: 4 
Sphere: plant 
Range: Special 
Duration: Lnstantaneous 


Casting Time: 3 

Area of Effect: 30-foot long, 60-foot 
wide cone 

Saving Throw: Half 

By means of tkis spell, tke caster can cause a spray of karks, spikes, 
tkorns, and spines to spring fortk from kis kand. Tke tkorn spray 
covers a 30-foot long, 60-foot wide cone, inflicting 2dl0 points of piercing 
damage to all creatures witkin tke area o f effect, or idlO points of damage 
if a saving tkrow vs. deatk is successful. 
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Unfailing Endurance (Necromancy) 

Level: 4 Casting Time: 1 round 

Sphere: Necromantic Area of Effect: 1 creature 

Range: Touch Saving Throw: None 

Duration: Instantaneous 


Tkis spell restores tke stamina of tke creature touckeJ, kringing 
kack tke energy ost from a Jay anj a kalf of exertion. Note tkat 


tkis may not ke sufficient to kring a ckaracter out of tke “fatigueJ” state. 

Wall of Moonliglit (Invocation) 

Level: 4 Casting Time: 7 

Sphere: Protection, Sun Area of Effect: 20-foot long, 

Range: Sight of Caster 5-foot wide wall 

Duration: 1 turn Saving Throw: None 

Tkis spell invokes a skimmering tapestry of klue-wkite force. Tkis 
wall is intangikle, requiring no pkysical anckor, anJ can easily ke 
passeJ tkrougk. Evil creatures passing tkrougk tke wall take 2JlO damage, 
evil unJeaJ creatures take SJlO. A creature tkat kas passeJ tkrougk tke 
wall can only take Jamage from it once. Only one Wall of Moonligkt may 
ke in effect at any time. 

PRIEST SPELLS, LEVEL FIVE 

Animal Rage (Encliantment) 

Level: 5 Casting Time: 8 

Sphere: Comhat Area of Effect: 1 creature 

Range: Touch Saving Throw: None 

Duration: 15 rounds 

Tkis spell imtues tke target creature witk animal ferocity. Tke 
t target creature gains a Strengtk of 9, +20 kit points, +20% 
movement, anj +2 to all saving tkrows. Tke target loses tke akility to cast 
spells wkile Animal Rage is in effect. He or ske can ke controlled normally 
unless enemies are witkin sigkt, at wkick time tke target immediately 
attacks in melee, using wkatever is in kan J. Tkere is a 5% ckance per 
rounj tkat tke target will go kerserk, attacking frienj anj foe alike. 

Cause Critical Wounds (Necromancy) 

Level: 5 Casting Time: 8 

Sphere: Healing Area of Effect: 1 creature 

Range: Touch Saving Throw: Half 

Duration: Permanent 

1 ^ Wken casting tkis spell anj toucking a creature, tke priest Jeals 27 
** I points of Jamage (save for kalf Jamage) to tke creature’s koJy. Tkis 
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spell kas no affect on unJeacl, constructs, or extraplanar creatures. Cause 
Critical Wounds can ke cast only ky evil ckaracters. 

Greater Command (Enckantment) 

Level: 5 Casting Time: 1 

Sphere: Charm Area of Effect: 20-foot radius 

Range: Sight of Caster Saving Throw: Neg. 

Duration: 1 round/level 

Similar to tke Ist-level spell Command, tkis spell enakles tke priest 
1:0 command all enemy creatures witkin tke area o f effect to “die” 
( (slee p). Tkey are allowed a saving tkrow to negate tke effects. Sleeping 

^ ■ creatures tkat take damage will ke awakened from tkeir catatonic state and 

’ return to normal. 

Magic Resistance (Alteration) 

[ Level: 5 Casting Time: 1 round 

' Sphere: Protection Area of Effect: 1 creature 

' ' Range: Touch Saving Throw: None 

Duration: 3 rounds + 1 round/level 

Tkis spell grants tke recipient a magic resistance konus of 2% per 

H I 1 level of tke caster, up to a maximum of 40%. Tkis effect will last 

^ for tke duration of tke spell or, ironically enougk, until dispelled. 

I Skield of Latkander (Conjuration) 

Level: 5 Casting Time: 8 

Sphere: Guardian Area of Effect: 1 creature 

Range: Touch Saving Throw: None 

Duration: 3 rounds 

Tkis spell grants a target immunity to damage for tke duration of 
— — tke spell. Evil creatures cannot ke protected ky a Skield of 
* ■ Latkander. Only non-evil ckaracters can cast a Skield of Latkander. 


Slay Living (Necromancy) 

Level: 5 

; Sph ere: Comhat 
Range: Touch 
Duration: Lnstantaneous 


Casting Time: 1 round 
Area of Effect: 1 creature 
Saving Throw: Special 


^ Tke target of tkis spell must save vs. deatk or ke slain instantly, if 
tke saving tkrow is successful, tke target takes 2dS + l points of 
damage instead. Slay Living cannot ke cast ky good ckaracters. Note tkat 
a ckaracter struck witk a Slay Living spell can still ke raised from tke dead 
witk a Raise Dead or Resurrection spell. 
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Undead Ward (Necromancy) 

Level: 5 
Sphere: Wards 
Range: Caster 
Duration: 1 turn 


Casting Time: 7 

Area of Effect: 20-foot radius 

Saving Throw: None 


Tkis spell amplifies tke influence a priest kas over unJeaJ, tkougk 
it is tied to tke area surrounding tke priest and does not move. Any 
undead creature entering tke area of effect is affected as if turned ky tke 
priest tkat cast tkis spell, if tke turning fads, tke undead creature is 
immune to furtker turning attempts ky tke spell unless it leaves and 
reenters tke area of effect. 


PRIEST SPELLS, LEVEL SIX 

Blade B arrier (Evocation) 

Level: 6 

Sphere: Guardian/Creation 
Range: Caster 
Duration: 2 rounds 


Casting Time: Q 

Area of Effect: 3-foot radius 

Saving Throw: 




Tkis spell conjures fortk a wall of circling, razor-skarp klades tkat 
wkirl and flask around tke caster, creating an immokile karrier. Any 
creature attempting to pass tkrou gk tke klade karrier suffers SdS points of 
damage, witk a saving tkrow for kalf damage. Tke caster is immokile for 
tke duration of tke spell. 


Elarm (Necromancy) 

Level: 6 

Sphere: LLealing 
Range: Touch 
Duration: Permanent 


Casting Time: 1 round 
Area of Effect: 1 creature 
Saving Throw: Neg. 




Wken tkis spell is cast, tke caster gains tke akility to touck a target 
and inflict tremendous damage, reducing tke target to all kut ld4 
kit points. A saving tkrow vs. spell negates tke effect. Tkis spell kas no 
affect on undead, constructs, or extraplanar creatures. Harm can only ke 
cast ky evil ckaracters. 


Spiritual Wratk (Invocation) 

Level: 6 

Sphere: Comhat 
Range: Sight of Caster 
Duration: Lnstantaneous 


Casting Time: 2 
Area of Effect: Special 
Saving Throw: Half 


S Upon completion of tkis spell, tke priest kecomes a focus of 
spiritual energy, wkick tken skoots out from tke caster in four 
directions, like ligktning kolts. Tke caster specifies tke direction of one of tke 
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toks and tke otker kolts skoot opposite and perpendicular to tkat 
direction, completing a cross-skaped pattern. All creatures in tke kolts’ 
patk take 4dl0+2 points of magic damage, save for kalf. Creatures of tke 
same moral alignment (good, neutral, evil) as tke caster are unaffected ky tke 


Wkirlwind (Invocation) 

Level: 6 Casting Time: Q 

Sphere: Invocation Area of Effect: Special 

Range: Sight of Caster Saving Throw: Special 

I 1 Duration: Special 

I 1 Tkis spell creates a small wkirlwind near tke caster, wkick tke caster 

can direct to a location witkin kis sigkt. Once tke wkirlwind reackes its 
destination, tke caster will lose control and tke wkirlwind will fly around 
randomly, karming friend and foe alike. Tke caster is immune to kis/ker 
own spell, and elementals and otker kuge creatures are also unaffected, if 
a creature is caugkt in tke patk of tke wkirlwin d, it takes 2d8 crusking 
damage, 2d8 slasking damage, and must save vs. kreatk weapon or ke 
stunned for 2 rounds. Creatures witk 2 kit dice or less are automatically 
killed ky tkis spell. A maximum of 8 targets may ke affected, after wkick 
tke wkirlwind will dissipate. 

PRIEST SPELLS, LEVEL SEVEN 

Destruction (Necromancy) 

Level: 7 Casting Time: 1 round 

Sphere: Healing Area of Effect: Caster 

Range: Touch Saving Throw: Special 

, , Duration: Instantaneous 


\ \ Tkis spell instantly destroys a target, klasting tkem into small 

ckunks. Tke victim is allowed a save vs. deatk at -4; if successful, tke target 
takes 8d6 points of damage instead of keing destroyed. Destruction can 
only ke cast ky evil ckaracters. Note tkat a ckaracter struck witk a 
Destruction spell cannot ke raised from tke dead witk a Raise Dead or 
Resurrection spell. 


Eartkquake (Alteration) 

Level: 7 Casting Time: 1 round 

Range: Caster Area of Effect: Sight of Caster 

Duration: Instantaneous Saving Throw: Special 

Tkis spell causes a local tremor to rip tkrougk tke ground. Enemies 
witkin sigkt of tke caster suffer 4dl0+2 points of crusking damage and 
must make a saving tkrow vs. deatk or ke knocked prone for 3 rounds. 
Huge creatures and creatures 10 kit dice and over are unaffected ky tkis spell. 
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Greater SKield of Latkander (Conjuration) 

Level: 7 Casting Time: 1 round 

Sphere: Guardian Area of Effect: 1 creature 

Range: Touch Saving Throw: None 

Duration: 3 rounds 

Tkis spell grants a target 100% magic resistance and immunity to 
damage for tke duration of tke spell. Evil creatures cannot ke protected ky 
a Greater Skield of Latkander. Tkis spell can only ke oast ky good 
ckaracters. 


Holy Word (Conjuration) 

Level: 7 
Sphere: Comhat 
Range: Caster 
I 1 Duration: Special 


Casting Time: 1 

Area of Effect: 30-foot radius 

Saving Throw: None 


wk en uttered, tkis spell turns tke priest into a kridge ketween kis 
god and tke Prime Material Plane, allowing kim to funnel magical energy 
to smite all creatures of evil alignment in tke area of effect. Tke effects 
differ according to tke target’s level: 

Less tkan 4 - Deatk 
4 to 7 - Stunned for 1 turn 

8 to 11 - slowed for 1 turn witk a 75% ckanoe of spell failure 
12 and up - Deafened for 1 turn witk 50% ckance of spell failure 

Tkere is no saving tkrow, and tke effects last for tke duration of tke spell 
or until dispelled. Note tkis spell may only ke oast ky good ckaracters. 


Mist of Eldatli (Invocation) 

Level: 7 

Sphere: Elemental 
Range: Sight of Caster 
I I Duration: 1 round 


Casting Time: 1 round 
Area of Effect: 10-foot radius 
Saving Throw: None 


\ I Tkis spell klankets tke area of effect witk a silver-klue mist — any 

creature witkin tke mist will ke cured of disease, poison, and kealed of 15 
points of damage. 
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Stalker (Conjuration) 

Level: 7 
Sphere: plant 
Range: Sight of Caster 
— Duration: 8 hours 


Casting Time: 1 round 
Area of Effect: Special 
Saving Throw: None 


El Tkis spell creates two skamtling mounds. Tkese creatures willingly 
aid tke caster in comkat or wkatever otker duties tkey are assigned and 
kave tke capakility to carry out. 


Casting Time: 1 

Area of Effect: 30-foot radius 

Saving Throw: None 


Unkoly Word (Conjuration) 

Level: 7 
Sph ere: Comhat 
Range: Caster 

—I Duration: Special 

I 1 Wken uttered, tkis spell turns tke priest into a kridge ketween kis 

god and tke Prime Material Plane, allowing kim to funnel magical energy 
to smite all creatures of good alignment in tke area of effect. Tke effects 
differ according to tke target’s level: 


Less tkan 4 - Deatk 
4 to 7 - Stunned f or 1 turn 

8 to 11 - slowed for 1 turn witk a 75% ckance of spell failure 
12 and up - Deafened for 1 turn witk 50% ckance of spell failure 

Tkere is no saving tkrow, and tke effects last for tke duration of tke spell 
or until dispelled. Tkis spell may only ke cast ky evil ckaracters. 
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LONELYWOOD 

StracUl ing tke rocky skores of Maer DuaUon and tke alpine forest of 
Lonely Wood from wkick tke town korrowed its name, Lonelywood kas tke 
dukious konor of keing tke nortkernmost settlement in all of Faerun. Tke 
town lies in tke skaJow of Kelvin’s Cairn, and tke solitary mountain peak 
acts as a karrier tkat skelters kotk tke town and forest against tke karsk 
winds tkat klow down from tke Regked Glacier. Altkougk tke town is 
protected from tke win d, tke weatker is kardly temperate. Snow still covers 
tke ground year round, and at nigkt tke temperature drops kelow freezing. 

Lonelywood is one of tke youngest of tke Ten-Towns. It was only in recent 
years tkat it was recognized ky tke councd as tke tentk town. Fifty years 
ago, tkere was notking in tke way of civilized settlements nortk of 
Termalaine and tke area surrounding tke Lonely Wood was rife witk logger 
camps and lone trappers. Witk tke estakliskment of tke Wkistling Gallows 
Inn, kowever, Lonelywood gained a sense of permanency, and a small town 
slowly grew up around tke Inn. 

Its isolated position in tke Nortk makes Lonelywood vulnerakle to attacks 


1. Tke wkistling Gall ows Inn 

2. Sk rine of W^aukeen 

3. Bowyer's Cakin 

4. Tke Cooper 

5. Tke Cartwrigkt 


6. Brotkers' Cakin 

7. Tke Boatkouse 

8. Purvis' Skack 

9. Merckant Warekouse 


from tke karkarian trikes tkat dwell in tke icy plains surrounding 
tke Ten-Towns. 

The whistling Gallows Inn (1) is tke keart of LonelywooJ; in fact, it’s 
said to ke tke first structure ever kuilt in Lonelywood. . . it certainly kas tke 
most colorful kistory of all tke kuildings in town. 

Back wken tke area surrounding Lonely Wood was rife witk logger camps 
and trappers, a giant of a man, Skeld, came to Lonelywood and took up 
work in one of tke logging camps. Half-karkarian and kalf-ogre, Skeld’s 
great size and strengtk were welcomed and quickly put to good use. 
Misfortune struck, kowever, wken skeld nearly severed kis leg in a logging 
accident; not only could ke no longer keep pace witk tke otker woodsmen, 
ke could not even make tke journey soutk in searck of new work. His 
survival on tke line, skeld came upon tke idea of kuilding a lodge on Lake 
Maer Dualdon and opening it up to tke loggers as a tavern. Soon, every 
logger in tke region knew and oft frequented “Skeld’s Place,” as it was 
called kack tken (Skeld didn’t kold muck witk fanciful names, and in 
trutk, tkinking tkem up made kis kead kurt). 

Tke loggers and trappers were a rougk kunck wko enjoyed tkeir liquor, and 
skeld k adn’t really considered tke troukle tkat could result in selling ckeap 
ale to anyone witk a few coppers to ruk togetker. On tke very first nigkt, 
skeld was forced to lay down tke law, using kis skeer size and strengtk to 
keep order, and it wasn’t long kefore ke earned kimself a fearful reputation 
for kis krutality. According to stories, one of kis favorite metkods of 
keeping patrons in line was to kang particularly rowdy miscreants from tke 
dead tree tkat stood out front of tke tavern and let tke frozen kodies swing 
from tke tree until tke scavengers picked tkem clean. It was an effective 
warning... so muck so tkat late at nigkt, wken tke tavern kad fallen silent, 
tke wkistling of tke wind could ke keard as it klew tkrougk tke kodies 
dangling from tke tree outside. 

Eventually, Skeld was stakked to deatk in a kar krawl and tke ownerskip of 
tke tavern ckanged kands. Tke new proprietor, Murdaugk (a kard of some 
repute and possessing a flair for names tkat skeld never Jia), ckange dtke 
name of tke tavern to tke Wkistling Gallows. Murdaugk ran tke inn for 
many years (into tke ground, it’s said), until it was purckased ky a traveling 
merckant, Kieran Nye. Kieran is reported to ke a kind enougk sort, tkougk 
ke tends to use too many kig words and sweeping gestures to convey a 
point. Murdaugk still frequents tke place and even gives performances 
on occasion. 

Aside from tke Wkistling Gallows, tkere are a numker of otker kusinesses 
in town. Tke simple cakin on tke soutkeast side of town is kome of tke 
Bowyer (2) , Lonelywood’s local ranger, Emmerick Hawksinger. A skilled 
woodworker, Emmerick makes kis living ky making and selling kows 
carved from tke local fir trees to merckants and tke local townsfolk. 
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Tke two-storied kome of tke Cartwright (3) is second in size only to tke 
Wkistl ing Gallows Inn and is tke kome of Baldemar Tkurlow. Baldemar 
kas done exceptionally well for kimself since coming to Lonelywood; kis 
success comes from kis contracts witk tke trading costers (trade families) 
of tke Ten-Towns to construct caravan wagons, wkick keeps kim kusy and 
kis coffers full. His wealtk and eye for kusiness kas done more tkan make 
kim rick, kowever; it kas also won kim a seat on tke council of tke Ten- 
Towns, and ke kas served as Lonelywood’s representative for many years. 

Near tke skore of tke lake, one can find a Boathouse (4) , tke kome and 
workplace (often tke same in Lonelywood) of an aging koat kuilder, Tkom 
Farold, and kis son Ned. Several small koats of various styl es and 
constructions litter tke yard; none too large, mostly canoe size, altkougk 
word kas it tkan tke koat kuilder is working on a muck larger vessel. 
Tkom’s son is said to ke availakle to carry fiskermen out onto Maer 
Dualdon for tke price of a few coppers. 

On tke nortkwestern edge of town is a Trapper s Cahin (5), a rougk 
skack tkat serves as tke kome of tkree crude krotkers. Tke tkree are drifters 
wko came into town a few montks kack and kave decided to stay, muck to 
tke irritation of tke otker townsfolk. Tkey kave taken little care in tkeir 
cakin’s upkeep, and tke sagging structure looks as if it is akout to collapse 
at any moment. 

Surprisingly enougk, Lonelywood also koasts a Shrine of Wauheen (6). 
Tkis small kouse of worskip is dedicated to tke Goddess of trade, money, 
and wealtk, and it is quite a ckange from a standard Waukeen temple (suck 
structures are usually more akin to castles kedecked witk jewels). Even 
odder, it is said tkat tkis temple was estaklisked ky a kalfling priest, a 
missionary from Amn wko kas taken up residence kere. 

Tke mid-sized structure on tke nortkeast part of town is kotk tke workskop 
and kome of Tykald Dunn, tke town Cooper (7). It is not kard to miss; 
outside tke kouse are finisked and unfinisked karrels, wooden planks, iron 
kands, and so on. 

Tke last (and smallest) kuilding in town is tke skack of Purvis, tke local 
Gravedigger (8). Not muck is known akout kim, nor are any willing to 
get close enougk to find out, as Purvis is said to ke coated so tkickly in dirt 
and grime tkat it is not known if ke even wears clotkes keneatk tke filtk. 
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TABLES 

TABLE 3: 

REVISED EXPERIENCE POINT CHART 


3a. Warriors 


Level 

Fighter 

Paladin/ 

Ranger 

Hit Dice 
(dlO)* 

1 

0 

0 

1 

2 

2,000 

2,250 

2 

3 

4,000 

4,500 

3 

4 

8,000 

9,000 

4 

5 

16,000 

18,000 

5 

6 

32,000 

36,000 

6 

7 

64,000 

75,000 

7 

8 

125,000 

150,000 

8 

9 

250,000 

300,000 

9 

10 

500,000 

600,000 

9+3 

11 

750,000 

900,000 

9+6 

12 

1,000,000 

1,200,000 

9+9 

13 

1,250,000 

1,500,000 

9+12 

14 

1,500,000 

1,800,000 

9+15 

15 

1,750,000 

2,100,000 

9+18 

16 

2,000,000 

2,400,000 

9+21 

17 

2,250,000 

2,700,000 

9+24 

18 

2,500,000 

3,000,000 

9+27 

19 

2,750,000 

3,300,000 

9+30 

20 

3,000,000 

3,600,000 

9+33 

21 

3,250,000 

3,900,000 

9+36 

22 

3,500,000 

4,200,000 

9+39 

23 

3,750,000 

4,500,000 

9+42 

24 

4,000,000 

4,800,000 

9+45 

25 

4,250,000 

5,100,000 

9+48 

26 

4,500,000 

5,400,000 

9+51 

27 

4,750,000 

5,700,000 

9+54 

28 

5,000,000 

6,000,000 

9+57 

29 

5,250,000 

6,300,000 

9+60 

30 

5,500,000 

6,600,000 

9+63 


* For every level after the 9th, fighters, rangers and paladins 
gain only 3 hit points per level. Bonuses to hit points for a 
high constitution no longer apply. 


3b. 

Rogues 


Level 

Thief/Bard 

Hit Dice (d6)* 

1 

0 

1 

2 

1,250 

2 

3 

2,500 

3 

4 

5,000 

4 

5 

10,000 

5 

6 

20,000 

6 

7 

40,000 

7 

8 

70,000 

8 

9 

110,000 

9 

10 

160,000 

10 

11 

220,000 

10+2 

12 

440,000 

10+4 

13 

660,000 

10+6 

14 

880,000 

10+8 

15 

1,100,000 

10+10 

16 

1,320,000 

10+12 

17 

1,540,000 

10+14 

18 

1,760,000 

10+16 

19 

1,980,000 

10+18 

20 

2,200,000 

10+20 

21 

2,420,000 

10+22 

22 

2,640,000 

10+24 

23 

2,860,000 

10+26 

24 

3,080,000 

10+28 

25 

3,300,000 

10+30 

26 

3,520,000 

10+32 

27 

3,740,000 

10+34 

28 

3,960,000 

10+36 

29 

4,180,000 

10+38 

30 

4,400,000 

10+40 

* For every level after the 1 0th, rogues gain only 2 hit points per 
level. Bonuses to hit points for a high constitution no longer apply. 
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3c. 

P riests 



3d. 

Wizards 


Level 

Cleric 

Druid 

Hit Dice (d8)* 


Level 

Wizard 

Hit Dice (d4)* 

1 

0 

0 

1 


1 

0 

1 

2 

1,500 

2,000 

2 


2 

2,500 

2 

3 

3,000 

4,000 

3 


3 

5,000 

3 

4 

6,000 

7,500 

4 


4 

10,000 

4 

5 

13,000 

12,500 

5 


5 

20,000 

5 

6 

27,500 

20,000 

6 


6 

40,000 

6 

7 

55,000 

35,000 

7 


7 

60,000 

7 

8 

■lliliIiH 

60,000 

8 


8 

90,000 

8 

9 

225,000 

90,000 

9 


9 

135,000 

9 

10 

450,000 

125,000 

9+2 


10 

250,000 

10 

11 

675,000 

200,000 

9+4 


11 

375,000 

10+1 

12 

900,000 

300,000 

9+6 


12 

750,000 

10+2 

13 

1,125,000 

750,000 

9+8 


13 

1,125,000 

10+3 

14 

1,350,000 

1,500,000 

9+10 


14 

1,500,000 

10+4 

15 

1,575,000 


9+12 


15 

1,875,000 

10+5 

16 

IH 

2,025,000 

9+14 


16 

2,250,000 

10+6 

17 

2,025,000 

2,250,000 

9+16 


17 

2,625,000 

10+7 

18 

2,250,000 

2,475,000 

9+18 


18 

3,000,000 

10+8 

19 

2,475,000 

2,700,000 

9+20 


19 

3,375,000 

10+9 

20 

2,700,000 

2,925,000 

9+22 


20 

3,750,000 

10+10 

21 

2925,000 

3,150,000 

9+24 


21 

4,125,000 

10+11 

22 

3,150,000 

3,375,000 

9+26 


22 

4,500,000 

10+12 

23 

3,375,000 

3,600,000 

9+28 


23 

4,875,000 

10+13 

24 

3,600,000 

3,825,000 

9+30 


24 

5,250,000 

10+14 

25 

3,825,000 

4,050,000 

9+32 


25 

5,625,000 

10+15 

26 

4,050,000 

4,275,000 

9+34 


26 

6,000,000 

10+16 

27 

4,275,000 

4,500,000 

9+36 


27 

6,375,000 

10+17 

28 

4,500,000 

4,725,000 

9+38 


28 

6,750,000 

10+18 

29 

4,725,000 

4,950,000 

9+40 


29 

7,125,000 

10+19 

30 

4,950,000 

5,175,000 

9+42 


30 

7,500,000 

10+20 

’ For every level after the 9th, priests and druids gain only 2 hit 


* For every level after the 9th, wizards gain only 1 hit point 

points per level. Bonuses to hit points for a high constitution no 
longer apply. 


per level. Bonuses to hit points for a high constitution no 
longer apply. 


Note: The druid experience point tahle has changed from the tahle in th 
original IcewinJ Dale manual. 
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TABLE 4: COLORS OF MAGIC 



Specialist 

School 

Spell Effect Coloration 

Opposition School*' 

Abjurer 

Abjuration 

Orange 

Alteration, Illusion 

Conjurer 

Conjuration/ 

Summoning 

Whitish-Green 

Invocation 

Diviner 

Divination 

Blue 

Conjuration/ 

Summoning 

Enchanter 

Enchantment/Charm 

Light Green 

Invocation 

Illusionist 

Illusion 

Purple 

Necromancy, Abjuration 

Invoker 

Invocation 

Eiery Red 

Divination, 

Conjuration/ 

Summoning 

Necromancer 

Necromancy 

Yellow 

Illusion, 

Enchontment/Charm 

Tronsmuter 

Alteratlan 

Dark Green 

Necromancy, Abjuration 

* The opposition schools are the schools of magic that the specialist cannot comprehend or cast spells from. These 
opposition schools have changed from the original Icewind Dale manual. 


I 










TABLE 5: SPELL PROGRESSION 



Omission of “Casting Level”: In tke original loewinj Dale, tkere was an 
atlJitional column lakeleJ “Casting Level,” wkiok represented wkat level 
tke paladin or ranger was considered to ke wken casting tke spell. Tkis was 
incorrect — tke spell always uses tke level of tke caster, regardless of wketker 
tkey are a wizard, priest, paladin, or ranger, if a 6tk-level paladin casts a 
1st -level priest spell, tke spell is treated as if it was cast ky a 6tk-level priest. 
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5c: 

Wizard 








Level 

1 

2 

3 

4 

5 

6 

7 

8 

9 

1 

2 

1 

2 

■ 

■ 

■ 

■ 

■ 

■ 

■ 

■ 

3 

2 









4 

3 

2 








5 

4 

2 

1 







6 

4 

2 

2 







7 

4 

3 

2 

1 






8 

4 

3 

3 

2 






9 

4 

3 

3 

2 

1 





10 

4 

4 

3 

2 

2 





11 

4 

4 

4 

3 

3 





12 

4 

4 

4 

4 

4 

1 




13 

5 

5 

5 

4 

4 

2 




14 

5 

5 

5 

4 

4 

2 

1 



15 

5 

5 

5 

5 

5 

2 

1 



16 

5 

5 

5 

5 

5 

3 

2 

1 


17 

5 

5 

5 

5 

5 

3 

3 

2 


18 

5 

5 

5 

5 

5 

3 

3 

2 

1 

19 

5 

5 

5 

5 

5 

3 

3 

3 

1 

20 

5 

5 

5 

5 

5 

4 

3 

3 

2 

21 

5 

5 

5 

5 

5 

4 

4 

2 

1 

22 

5 

5 

5 

5 

5 

4 

4 

3 

1 

23 

5 

5 

5 

5 

5 

5 

5 

3 

2 

24 

5 

5 

5 

5 

5 

5 

5 

4 

2 

25 

5 

5 

5 

5 

5 

5 

5 

5 

2 

26 

6 

6 

6 

6 

5 

5 

5 

5 

3 

27 

6 

6 

6 

6 

6 

6 

5 

5 

3 

28 

6 

6 

6 

6 

6 

6 

6 

6 

3 

29 

7 

7 

7 

7 

6 

6 

6 

6 

4 

30 

7 

7 

7 

7 

7 

7 

6 

6 

4 


Note; Specialist wizards get one extra spell per level but are prohibited from learning spells of their opposition schools (see spell 
descriptions and Table 4 for opposing schools). 








5d: Priest/D ruid 


Level 

1 

2 

3 

4 

5 

6» 

1 ** 

1 

2 

1 

2 

■ 






3 

2 







4 

3 

2 






5 

3 

3 

1 





6 

3 

3 

2 





7 

3 

3 

2 

1 




8 

3 

3 

3 

2 




9 

4 

4 

3 

2 

1 



10 

4 

4 

3 

3 

2 



11 

5 

4 

4 

3 

2 

1 


12 

6 

5 

5 

3 

2 

2 


13 

6 

6 

6 

4 

2 

2 


14 

6 

6 

6 

5 

3 

2 

1 

15 

6 

6 

6 

6 

4 

2 

1 

16 

7 

7 

7 

6 

4 

3 

1 

17 

7 

7 

7 

7 

5 

3 

2 

18 

8 

8 

8 

8 

6 

4 

2 

19 

9 

9 

8 

8 

6 

4 

2 

20 

9 

9 

9 

8 

7 

5 

2 

21 

9 

9 

9 

9 

8 

6 

2 

22 

9 

9 

9 

9 

9 

6 

3 

23 

9 

9 

9 

9 

9 

7 

3 

24 

9 

9 

9 

9 

9 

8 

3 

25 

9 

9 

9 

9 

9 

8 

4 

26 

9 

9 

9 

9 

9 

9 

4 

27 

9 

9 

9 

9 

9 

9 

5 

28 

9 

9 

9 

9 

9 

9 

6 

29 

9 

9 

9 

9 

9 

9 

7 

30 

9 

9 

9 

9 

9 

9 

8 

Note; Priests with high wisdom receive bonus spells per level (see Table I, Wisdom in tbe Icewind Dale manual, p.l33). 
* Usable by priests with 1 7 or greater wisdom. 

** Usable by priests with 18 or greater wisdom. 


















CREDITS 

PRODUCTION 

Division Director 

Feargus Urqukart 

Senior Producer 

Ckris Parker 

Producer 

Darren Monakan 

Line Producer 

Kevin Oskurn 

Audio & Localization Producer 

Fred Hatck 

Division Operations Manager 

Benson 


PROGRAMMING 

Lead Programmer 

Bernie Weir 

Programmers 

Danien Ckee 
Jake Devore 
Rickard Finegan 
Tkomas Frenck 
Darren Monakan 
Mark Murakami 

Additional Programming 
Mickael Bernstein 
Jim Card ner 

Movie and Audio 
Compression Tecknology 
Paul Edelstein 

Infinity Engine 

BioWare Corp. 

ART 

Lead Artist 

Pete Meikuizen 

Artists 

ckris Amaral 
Aaron Brown 
Eric Campanella 


Jokn Dickenson 
Tim Donley 
Hector Espinoza 
Rokert Giampa 
Derek Joknson 
Andrew Jones 
Vance Kovacs 
Kevin Llewellyn 
Jason Manley 
Pete Meikuizen 
Brian Menze 
Aaron Meyers 
Dennis Presnell 
Dave Pursley 
Justin Sweet 
Kelly Wine 

Additional Artwork 
Primo Pulanco 
Jason G. Suinn 
Ckris Parker 

DESIGN 

Designers 

Ckris Avellone 
Steve Bokkes 
Jokn Deiley 
J.E. Sawyer 

Tecknical Designers 

Scott Everts 

David Hendee 

Kikan Pak 

Primo Pulanco 

Jason G. Suinn 


AUDIO 

Supervising Sound Designer 

Ckarl es Deenen 


Assistant Supervisor 

Adam Levenson 


Supervising Mastering 
Engineer 

Craig Duman 


CREDITS 

Sourui Design 
ReLecca Hanck 
Paul Menick ini 

Tim Gedemer (Tke Aud io Group) 
Roland Tkai 
Adam Levenson 

Foley Recorded, at 

One Step Up 

Foley Artist 

Dan O'Connell 

Foley Mixer 

Jokn Cucci 

Music 

Jeremy Soule 

(www.jeremysoule.com) 

Music Editing 

Ron Valdez 

VO Supervision and Editing 

Ckris Borders 

VO Direction 

Ginny McSwain 

VO Talent 

Ron Perlman 
Mag gie Wkeel er 
Keven M. Rickerdson 
Ckarity James 
David Lodge 
Mark Hamill 
Barry Dennen 
Jane Singer 
Mary Kakl 
Vanessa Marskall 

VO Recorded at 

Screenmusic Studios 

Sound Mastering & Editing Ly 
Frank Szick 
Stepk en Miller 

Audio Operations Manager 

Gloria Soto 

Sound Librarian 

Scott Purvis 


Cinematics Mixed at 
Interplay in 

UUl^T 

SURROUND 

Video Services 
Dan Williams 
David Cravens 
Ckris Folino 

Movie Compression 

Scott Everts 

QUALITY ASSURANCE 

Director of Quality Assurance 

Mickael Motoda 

QA Division Operations 
Manager 

Monica Vallejo 

QA Manager 

Greg "Moose" Baumeister 

QA Project Supervisors 

Harold Kim 
Doug Finck 

QAS enior Testers 

Gary Tesdall 
Joskua Grant 
GJ Ramirez 

QA Testers 

Ckarles Salzman 
Jeff Mitckell 
Ck ristopker Cruz 
Jonatkan Goudrault 
Daniel Sato 
Ckris Heidari 
Tex Yang 
Mattkew Pkill ips 
Setk Baker 
James Pyle 
Rokert Evinger 

Compatikility Supervisor 

Derek Gikks 


CEWIND DALE"^ Heart of Winter 



CREDITS 


CompatiLility Tecknicians 

Jacl? Parker 

Josk Walters 

Dave Parkyn 

Tony Piccoli 

MARKETING 

Marketing 
Allen Rausck 
Mickael “Paco” Greene 

PR 

Lisa Bucek 
Heatker McLaugklin 

Wek Masters 
Edward Arandia 
Sean Patton 
Jessica Urqukart 

Creative Services Manager 

Katky Helgason 

Production Manager 

Lita Skyp 

Traffic Manager 

Katkryne Wakl 

Manual 

Ckris Avellone 

Manual Design and Layout 

Mickael L. Quintos 

Box Art 

Kelly Wine 

Box Layout 

Larry Fukuoka 

Print Buyer 

Jimmy Dokner 

LOCALIZATION 

International Product Manager 

Tom Decker 

International Product Assistant 

Rafael Lopez 


Language Specialists 

Olaf Becker (G erman) 

Carole Huguet (Frenck) 

Rafael Lopez (Spanisk) 

Additional Language Testing 
Kevin Yee 
Luca Pignataro 

Translations 
SDL International 
25tk Edition 
Pink Noise 

Foreign Audio 
Okrwerks 
Lotus Rose 

THANKS TO: 

Tke Icewind Dale Team would like 
to express tkeir tkanks to R.A. 
Salvatore; BioWare and tke BioWare 
Infinity Engine programmers, Jim 
Butler and everykody at Wizards of tke 
Coast, along witk Jim Gardner, Craig 
Nakatani, Ckris Parker and kis art 
“skills;” Master J okn Wunder and tke 
wkole IS Crew; Skerri Sagan for tke 
komemade cookies, and, of course, as 
always: Mikey Gaetano, mailroom man 
extraordinaire. 

WIZARDS OF THE 
COAST 

Director of Licensing 

Jim Butler 

Creative Director 

Rickard Baker 

Based on tke 

Forgotten Realms campaign setting 
created ky Ed Greenwood, 
and tke Icewind Dale series of novels ky 
R.A. Salvatore. 


BLACK ISLE STUDIOS 


45 



LIMITED WARRANTY 

INTERPLAY LIMITED 90-DAY WARRANTY 

Interplay warrants to tke original purokaser of tkis Interplay 
Entertainment Corp. product tkat tke compact disc or floppy disk(s) on 
wkick tke software programs are recorded will ke free from defects in 
material and workmanskip for 90 days f rom tke date of purckase. If tke 
compact disc or floppy disk(s) is found defective witkin 90 days of original 
purckase, Interplay agrees to replace, free of ckarge, any product discovered 
to ke defective witkin suck period upon receipt at its factory service center 
of tke product, postage paid, witk proof of tke date of purckase. Tkis 
warranty is limited to tke compact disc or floppy disk(s) containing tke 
software program originally provided ky Interplay and is not applicakle to 
normal wear and tear. Tkis skall ke void if tke defect kas arisen tkrougk 
akuse, mistreatment, or neglect. Any implied warranties applicakle to tkis 
product, including warranties of merckantakility and fitness for a 
particular purpose are disclaimed. Interplay disclaims all responsikility for 
incidental or consequential damages. 

Some states do not allow limitations as to kow long an implied warranty 
lasts and/or exclusions or limitations of incidental or consequential 
damages so tke akove limitations and/or exclusions or liakdity may not 
apply to you. Tkis warranty gives you specific rigkts, and you may also kave 
otker rigkts wkick vary from state to state. 

Lifetime Warranty 

if tke compact disc or floppy disk(s) skould fail after tke original 90-day 
warranty period kas expired, you may return tke software program to 
Interplay at tke address noted kelow witk a ckeck or money order for $5.00 
(U.S. currency), wkick includes postage and kandling, and Interplay will 
mail a replacement to you. To receive a replacement, you need to enclose 
tke original defective compact disc or floppy disk(s) in protective packaging 
accompanied ky: (1) a $5.00 ckeck or money order, (2) a krief statement 
descriking tke defect, and (3) your return address, if you kave a proklem 
witk your software, you may wisk to call us first at (949) 553-6678. if 
your compact disc is defective and a replacement is necessary, U.P.S. or 
registered mail is recommended for returns. Please send tke defective 
disc(s) only (not tke kox) witk a description of tke proklem and $5.00 to: 

Warranty Replacements 

Interplay Entertainment Corp. 

16815 Von Karman Avenue • Irvine, California 92606 

Copying Prohibited 

Tkis software product and tke manual are copyri gkted and all rigkts are 
reserved ky Interplay Productions and are protected ky tke copyrigkt laws 
tkat pertain to computer software. You may not copy tke software. You 
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may not loan, sell, rent, lease, give, sutlicense, or otkerwise transfer tke 
software (or any copy). You may not modify, adapt, translate, create 
derivative works, decompde, disassemkle, or otkerwise reverse engineer or 
derive source code from, all or any portion of tke software or anytking 
incorporated tkerein or permit or encourage any tkird party to do so. 


NOTICE: Interplay reserves tke ri gkt to make modifications or 
improvements to tne product descriked in tkis manual at any time and 
witkout notice. 


HINT LINE 

Stumped?!?! Frustrated?? Stuck?? Or do you just want to 
know tke latest codes and tricks for tkis and many otker 
Interplay titles?? Well, look no furtker kecause tke solution 
for all tkese proklems is just a pkone call away. Pick up tke 
pkone and call tke Interplay Hintline at 

1.900.370.PLAY<7529> 

(or 1 . 900 . 370.6869 for all our Canadian friends). 

You can call tkis line 24 kours a day, 7 days a week. And kest of all, it 
only costs 954 a minute (again, for our Canadian frien ds tkis ckarge will 
ke in Canadian dollars), witk all long distance ckarges included in tkat 

price you can’t keat tkat for a great deal. Rememker, you must ke over 

18 or kave your parent’s permission to call tke kintline. You must kave a 
touck-tone pkone. Tkis service is only availakle in tke U.S. and Canada. 
Ckarges and information are sukject to ckange witkout notice. 



INTERPLAY WEBSITE 


Welcome to tke Interplay Wek! As 
a company dedicated to providing 
innovative, kigk-quality interactive 
entertainment software, we are 
always striving to stay as close as 
possikle to tke leading edge of 
tecknology. Tkis Wek site is tke 
latest example of our ongoing effort 
to provide a wealtk of information 
and opportunities to you. 

As a company of fanatic gamers, 
we love tke idea of gamers all over 
tke world tapping into cykerspace 
to see, touck, and feel our latest 
games. No kype, no marketing 
campaign; just great games. To 
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make it work, our goal is to keep tkis site fresk and new, to make it a place 
wkere you can tell US wkat you like akout our games... and wkat you don’t 
like akout tkem. So use tke feedkack options on tkese pages and sound off. 

Enjoy your visit in our Wek site, explore all tke different areas we kave to 
offer, and come kack soon. Ckeck us out in tke weeks and montks akead; 
we will ke introducing new and exciting areas for you to experience. 

Once again, welcome. 

Brian Far^o 

C.E.O. ^ 

H ow to G et There 

From your Internet account, point your favorite krowser to: 

WWW.INTERPLAY.COM 

Interplay’s World Wide WeL site is an Internet service designed to give you tke latest 
information aLout Interplay and our products. 

Tkis site features our demos, upgrades, product information and ordering information. 

Tkis weLsite is not intended for tecknical support, Lut to offer new mackines and tke latest 
product information. For tecknical support, please contact Interplay as described in tke 
Tecknical Support section. 

INTERPLAY WEB STORE 



Looking for a quick, easy way to get your favorite Interplay games? Well 
look no furtker... you can now order directly from Interplay. Just turn on 
your computer and go to www.interplay-store.com. 

Tkis is your one-stop skop for everytking Interplay. Buy tke kottest new 
releases or mayke get a copy of tkat kard-to-find game tkat you’ve keen 
looking for. Purckase some ultra-cool merckandise; or make a kid on a 
unique collectikle in tke Online Auction. All tkis, seasonal specials and 
muck more. So don’t delay... go to www.interplay-store.com and get 
skopping! 
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